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Dedication: To Lisa Stevens 
For giving us all a chance 
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“Every monster is the hero of its own story” 
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See http://paizo.com/pathfinderRPG for more information on the Pathfinder Roleplaying Game. Paizo Publishing, LLC does not 
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NID 


J 
4i 


P. 


Bedlam Asylum Copyright © 2010 Steven D. Russell, Open Gaming License Copyright © 2007 
Wizards of the Coast. All rights reserved, Pathfinder is a registered trademark of Paizo Publishing, LLC, and the Pathfinder 
Roleplaying Game and the Pathfinder Roleplaying Game Compatibility Logo are trademarks of Paizo Publishing, LLC, and are used 
under the Pathfinder Roleplaying Game Compatibility License. See http: //paizo.com/pathfinderRPG/compatibility for more 
information on the compatibility license. 


TOF 
S DA 
GANN 


ms 
— 


WA 


mme 


[RE 


A 


O mmm 


ROA T etc 


d 


RER 


Li \y 


EWS AE E KEREN TES 


"` mm 


(Bloody (Maw Creature 


Consuming your enemy can grant you power; one can simply look at the devourer, the ghoul or the 
vampire to know the truth of this. Yet, in a world of magic, even more extraordinary things can happen. 
When vessels of eldritch and sacred theurgy belonging to one’s foes are consumed sometimes a change 
occurs, either by chance or by the will of the gods. This change grants great power to a creature that seeks 
to increase its power by consuming yet greater objects of might. Bloody maw creatures are beings that 
have eaten a magical item, without destroying it, and have been cursed with a supernatural hunger for 
more. A bloody maw creature must continue to consume magic items or starve to death. Most bloody maw 
creatures welcome this burden because of the power it brings them. 


Creating a Bloody (Maw Creature 


“Bloody maw creature” is an acquired template 
that can be added to any living, intelligent 
creature that has eaten a magical item that 
belonged to a foe (referred to hereafter as the 
base creature). 

A bloody maw creature uses all the base 
creature’s statistics and special abilities except 
as noted here. 


CR: +1 


Alignment: Change the creature’s alignment to 
any evil. 


Defenses/Qualities: It gains darkvision 60 

feet, DR 10/magic and silver, low-light vision, 
regeneration (fire and sliver, equal to the base 
creature’s Constitution bonus, minimum of 1) 


Melee: A Bloody Maw gains a bite attack if the 
base creature didn't have one. Damage for the 
bite depends on the bloody maw's size 

(see Natural Attacks in the Pathfinder Bestiary). 
Its natural weapons are treated as magic weapons 
for the purpose of overcoming damage reduction. 


Special Abilities: A bloody maw gains the 
following special abilities. 

Jaws of Severing (Ex): Upon a successful 
critical hit with the bloody maw’s bite attack 
against a creature one size category smaller than 
the bloody maw, that opponent must make a 
Fort Save (DC 10 + half the bloody maw’s HD + 
the bloody maw’s Strength modifier) or lose a 
portion of its extremities (primarily a hand), 
suffering a - 4 circumstance penalty to all 
attacks, saves and checks due to extreme pain 
until the damage dealt is healed. The bloody 
maw can swallow any one-handed weapon, or 
similarly sized object, (wand, rod, etc.) along 
with any jewelry worn on the limb (rings, 
bracelets, and bracers.) At the end of the first 


round following the loss of its extremity, the 
victim takes 2d6 points of damage, on the end of 
the second round the victim is reduced to -1 and 
is dying. This effect can be halted with a heal 
check (DC 15) or by any form of magical healing. 
Creatures immune to critical hits are immune to 
this effect. 1/day a bloody maw can choose to 
automatically threaten a critical hit. Use of this 
ability must be declared before the attack roll is 
made and counts as a use of this ability. 

Belly of the Beast (Ex): A bloody maw 
swallows any extremity it severs with its jaws. 
Once inside, any magical items that the 
extremity bore (rings, daggers, bracers, etc.) are 
placed in a second stomach. The Belly of the 
Beast can hold one magical item for every HD 
the base creature possesses; all others are 
expelled one way or another. The bloody maw 
may attempt a Use Magic Device skill check on 
any one item held in its second stomach. This is 
a free action, usable once per round. The items 
function properly as if they were worn or held in 
the proper place. Favored items of the bloody 
maw are: wands of slow (DC 17), ring of 
invisibility, ring of the ram (1d6, +12 bull rush), 
and bracers of armor. 


Abilities: Increase from the base creature as 
follows: Str +4 (+2 to attack and damage, +2 to 
Climb and Swim skill checks, +2 to Strength, 
and CMB checks, +2 to CMD, +2 to the DC of 
Jaws of Severing and any of the base creature’s 
Strength-based DCs ) 


Skills: The base creature gains Use Magic 
Device as a class skill and gains bonus ranks in 
that skill equal to its HD. It also gains a +8 racial 
bonus on Use Magic Device checks and can 
always choose to take 10 on a Use Magic 

Device check, even if rushed or threatened 


Treasure: double standard (Belly of the Beast) 
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Jaws of Winter 


Bloody Maw Winter Wolf CR 6 XP 2,400 
NE Large magical beast (cold) 

Init +5; Senses darkvision Go ft., low-light 
vision, scent; Perception +11 


Defense 

AC 19, touch 10, flat-footed 18 

(+2, armor, +1 Dex, +7 natural, —1 size) 

hp 57 (6d10+24) regeneration 4 (fire and sliver) 
Fort +9, Ref +6, Will +3 

Immune cold, DR 10/magic and silver 
Weaknesses vulnerability to fire 


Offense 

Speed 30 ft. 

Melee bite +12 (1d8+9 plus 1d6 cold and trip) 
Space 10 ft.; Reach 5 ft. 

Special Attacks belly of the beast (wands of 
slow (DC 17), ring of the ram (1d6, +12 bull 
rush)) , breath weapon (every 1d4 rounds, 15-ft. 
cone, 6d6 cold damage, Reflex half DC 17), jaws 
of severing (Fort DC 20 negates) , 


ojactics 

Before Combat Jaws of winter always seek to 
activate any passive defensive items in its belly. 
They wait to attack from surprise till they have 
identified a magic item worth consuming. 
During Combat: These wolfs often trigger 
their jaws of severing the first round, both to 
gain the use of a powerful magical item and to 
terrify their foes. 

Morale Jaws of Winter flee if they feel they are 
overmatched, if they discover their opponent is 
immune to critical, or cold damage. 


Statistics 

Str 24, Dex 13, Con 18, Int 9, Wis 13, Cha 10 
Base Atk +6; CMB +14; CMD 25 (29 vs. trip) 
Feats Improved Initiative, Run, Skill 

Focus (Perception) 

Skills Perception +11, Stealth +4 (+10 in 
snow), Survival +5 Use magic Device +6; 
Racial Modifiers +2 Perception, 

+2 Stealth (+8 in snow), +2 Survival 

SQ belly of the beast (bracers of armor +2, ring 
of invisibility) 

Languages Common, Giant 


Ecology 

Environment cold forests and plains 
Organization solitary, pair, or pack (6—11) 
Treasure double standard 


A wolf the size of a bear looks down at you, 
its snow white fur is stained with dried 
blood; its eyes gleam like bits of dark metal, 
as do its viciously sharp teeth. 


Description: 

“We did not enter this world as monsters. My kind 
were but ignorant beasts attempting to hunt, eat, 
mate, and survive long enough to see our children 
grow strong. Then came the uprights; they fenced 
off our territory, slaughtered our prey, told foul 
and untrue stories of our exploits, saying we 
murdered grandmothers in their beds, destroyed 
buildings and hunted the builders. In the end we 
predators became the prey, hunted for our very 
pelts. Soon though, the prey learned to pray. Our 
howling cries of remorse were answered by the 
night in which we ran. The Running Fire, whom 
you call the Adversary, gave us a gift that would 
defend our people from the uprights. We became 


what we were accused of being.” 


-Excerpt from A Wolfs Tale by Illarg the Jaws of 
Winter, as translated by Qwilion of Questhaven. 
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Look into your tales of yore, those passed 
down to you by the fey folk, and you will find us 
staring back at you. We are the bloodstained 
beasts of your nightmares. Our dark, 
bloodstained pelts make us look like the snow 
after a fresh kill. You will not mistake us for 
some common wolf for we have eyes that shine 
like your tools and steel and teeth to match. We 
are larger and more muscled than your slave 
four-footed mounts you call horses. 

Once we cared for only three things: food, 
mating, and our children. Now my kind will 
starve, travel alone, and abandon life and den, 
simply to kill a single upright who has spoken ill 
of a wolf. We are the wrath of the innocent who 
has done no wrong. No slight against a wolf is 
too small to avenge with blood. 

We wish simply to return to the old ways, to 
sate our bloodlust for our enemies and to return 
to a peaceful life at home. Yet the uprights 
forever conspire against our people. In our tales, 
we speak of the coming of a messiah who will 
show us how to return to the ancient traditions; 
many await that day and try to herald its 
coming. 

You know stories of my people, there is the 
story of Lorarg whose pack was captured and 
enslaved during your first war to fight upon the 
side of life, never bothering to discover if we 
would have fought upon that side willingly. I 
myself have taken the hand of The Last Warlord; 
the scepter of the fallen emperor still resides 
within me. 


Tore 


(Knowledge Arcana) 

Common (DC 15): This magical beast is 
called a Jaws of Winter; it seeks vengeance 
against those beings that walk upon two legs. 

Uncommon (DC 20): Other creatures 
similar to this are known as “the bloody maw”; 
read excerpt from A Wolf's Tale. 

Rare DC (25): These creatures are canines 
extremely at home in the cold and in the 
darkness of the night; they often deal a vicious 
bite that can amputate a fully grown human’s 
hand. Jaws of Winter have a gift for using any 
kind of magic item, especially those they have 
consumed. 

Obscure (DC 30): Only weapons of silver or 
fire can keep jaws of winter dead, and they are 
extremely susceptible to fire. 

Epic (DC 40): An all but forgotten ancient 
legend says that if a jaws of winter forgives a 


| human man on the winter solstice, at an alter of 


fire that all the jaws of winter shall be 
transformed back into normal wolves again. 


(Monstrous Feats 


GREATER BELLY OF THE BEAST [Monstrous] 
You can control magic items you swallow even if 
they are attended objects. 

Prerequisites: Belly of the Beast, Swallow 
Whole 

Benefit: You can use your Belly of the Beast 
ability to negate all magical items used by 
creatures you swallow whole (as if they had been 
successfully dispelled). You can also use these 
items as per belly of the beast with a successfully 
use magic device check even if its ability is 
negated in its belly. 


VORPAL BITE [Monstrous] 

Your maw is so dangerous that it can behead 
opponents. 

Prerequisites: Jaws of Severing, 15 Hit Dice, 
Benefit: if you are at least two size categories 
larger than your opponent your jaws of severing 
function as if they had the vorpal weapon 
property except you opponent receives a Fort 
Save (DC 10+1/2 your hit dice + your Strength 
Modifier) to negate the effect. 


Ecology Encounter (EL 12) 


It is summer on the open tundra or plains along 
with bringing monsoon like rains. The normally 
white coat of the Jaws of Winter has become 
darker causing the local merchants who travel 
the trade route that crosses this area to confuse 
them with normal worg wolves. Also, with their 
broad winter paws, they are able to run across 
mud with little to no difficulty, much to the 
frustration of the local military and militia 
patrols. The Illarg pack (8 full grown jaws of 
winter) have also developed an advantageous 
relationship with an awakened murder of crows 
that have the natural ability to detect magical 
items. The merchants and soldiers have only 
seen them after the fact feasting on the dead 
bodies. 


Encounter Enhancements: Nighttime, Rain, 
Shallow Bogs, Deep Bogs, Quicksand, Small 
Hedgerow maze. 


Twist: The majority of the very small treasure is 
in the bellies of the 3 wolf pups back at their den 
which has a number of hidden entrances in the 
hedgerow maze. 
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OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the Coast, Inc. 
and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All 
Rights Reserved. 

1. Definitions: (a)"Contributors" means the copyright and/or 
trademark owners who have contributed Open Game Content; 
(b)"Derivative Material" means copyrighted material including 
derivative works and translations (including into other 
computer languages), potation, modification, correction, 
addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may be 
recast, transformed or adapted; (c) "Distribute" means to 
reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)"Open Game Content" 
means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such content 
does not embody the Product Identity and is an enhancement 
over the prior art and any additional content clearly identified as 
Open Game Content by the Contributor, and means any work 
covered by this License, including translations and derivative 
works under copyright law, but specifically excludes Product 
Identity. (e) "Product Identity" means product and product line 
names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, symbols, 
designs, depictions, likenesses, formats, poses, concepts, themes 
and graphic, photographic and other visual or audio 
representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and 
special abilities; places, locations, environments, creatures, 
equipment, magical or supernatural abilities or effects, logos, 
symbols, or graphic designs; and any other trademark or 
registered trademark clearly identified as Product identity by the 
owner of the Product Identity, and which specifically excludes 
the Open Game Content; (f) "Trademark" means the logos, 
names, mark, sign, motto, designs that are used by a Contributor 
to identify itself or its products or the associated products 
contributed to the Open Game License by the Contributor (g) 
"Use", "Used" or "Using" means to use, Distribute, copy, edit, 
format, modify, translate and otherwise create Derivative 
Material of Open Game Content. (h) "You" or "Your" means the 
licensee in terms of this agreement. 

2. The License: This License applies to any Open Game Content 
that contains a notice indicating that the Open Game Content 
may only be Used under and in terms of this License. You must 
affix such a notice to any Open Game Content that you Use. No 
terms may be added to or subtracted from this License except as 
described by the License itself. No other terms or conditions 
may be applied to any Open Game Content distributed using this 
License. 

3.Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use 
this License, the Contributors grant You a perpetual, worldwide, 
royalty-free, non-exclusive license with the exact terms of this 
License to Use, the Open Game Content. 

5.Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation 
and/or You have sufficient rights to grant the rights conveyed by 
this License. 

6.Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include the 
exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You 
must add the title, the copyright date, and the copyright holder's 
name to the COPYRIGHT NOTICE of any original Open Game 
Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except as 
expressly licensed in another, independent Agreement with the 


owner of each element of that Product Identity. You agree not to 
indicate compatibility or co-adaptability with any Trademark or 
Registered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or 
Registered Trademark. The use of any Product Identity in Open 
Game Content does not constitute a challenge to the 

ownership of that Product Identity. The owner of any Product 
Identity used in Open Game Content shall retain all rights, title 
and interest in and to that Product Identity. 


8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are 
distributing are Open Game Content. 


All Logos, Book Titles, Introduction text and Images are product 
identity all other content is open gaming content. 


Open Content is the designated as follows: Spell Listings and 
Spell Descriptions, include all the names of the spells. 


9. Updating the License: Wizards or its designated Agents may 
publish updated versions of this License. You may use any 
authorized version of this License to copy, modify and distribute 
any Open Game Content originally distributed under any 
version of this License. 

10 Copy of this License: You MUST include a copy of this 
License with every copy of the Open Game Content You 
Distribute. 

11. Use of Contributor Credits: You may not market or advertise 
the Open Game Content using the name of any Contributor 
unless You have written permission from the Contributor to do 
so. 

12 Inability to Comply: If it is impossible for You to comply with 
any of the terms of this License with respect to some or all of the 
Open Game Content due to statute, judicial order, or 
governmental regulation then You may not Use any Open Game 
Material so affected. 

13 Termination: This License will terminate automatically if You 
fail to comply with all terms herein and fail to cure such breach 
within 30 days of becoming aware of the breach. All sublicenses 
shall survive the termination of this License. 

14 Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the 
extent necessary to make it enforceable. 

15 COPYRIGHT NOTICE 

Open Game License v 1.0a Copyright 2000-2005, Wizards of 
the Coast, Inc. d20 System Reference Document Copyright 
2000-2005, Wizards of the Coast, Inc.; authors Jonathan Tweet, 
Monte Cook, Skip Williams, Rich Baker, Andy Collins, David 
Noonan, Rich Redman, and Bruce R. Cordell, based on original 
material by E. Gary Gygax and Dave Arneson. 

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo 
Publishing, LLC; Author: Jason Bulmahn, based on material by 
Jonathan Tweet, Monte Cook, and Skip Williams. 

The Book of Experimental Might. Copyright 2008, Monte J. 
Cook. All rights reserved. 

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; 
Authors: Scott Greene, with Clark Peterson, Erica Balsley, Kevin 
Baase, Casey Christofferson, Lance Hawvermale, Travis 
Hawvermale, Patrick Lawinger, and Bill Webb; Based on 
original content from TSR. 
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